

















现           
郑
国







































   I 
学校编码：10384                                 分类号      密级         
学号：X2013232182                                           UDC        
 
 
工  程  硕  士  学  位  论  文 
                                           
网络游戏系统的跨服务器平台 
设计与实现 
Design and Implementation of Network Game 
Based on Cross Server System 
 
郑国华 
指 导  教 师：邱 明 助理教授 
专 业  名 称：软  件  工  程 
论文提交日期：2 0 1 6 年 3 月 
论文答辩日期：2 0 1 6 年 5 月 
学位授予日期：      年   月 
  
指  导  教  师：           
























另外，该学位论文为（                            ）课题（组）
的研究成果，获得（               ）课题（组）经费或实验室的







                             声明人（签名）： 




























（     ）1.经厦门大学保密委员会审查核定的保密学位论文，
于   年  月  日解密，解密后适用上述授权。 







                             声明人（签名）： 


























  I 












































  I 
Abstract 
Based on the present framework of the company's games, if we want to improve 
the playability of the game and the friendly degrees of playing experience by the 
performance optimization, the reason why we have to build a distributed system for 
the old games is that the performance optimization will cost much and lead to many 
potential problems. At present, many companies achieve players cross-server function 
by using multi-line server and sharing a same database, while players on different 
servers can not, besides it is difficult for players to switch server. Therefore, it is 
essential to establish a set of cross server system when considering the profit of the 
game corporations. 
Cross server system is actually a forward function, which using a new idea to 
solve the old problems that are difficult to realize through the old framework, based 
on the original old game. It can be simple divided into three modules. Module 1 will 
provide traditional old frameworks with additional logical processing which is 
necessary for distributed system, besides it also solve the problem how to process the 
left object on the original server after players cross server. Module 2 is to create a 
message routing transit server (called Transit Server), whose function is exchanging 
messages between servers. Based on the old framework, Module 3 removes all 
database operations which are associated with the player. 
According to the characters of the original framework, this paper adopts the 
object-oriented programming model. The main design can be divided into the 
following several modules: game server management and user management on the 
transit server, the message receiving and exchanging on the transit server, the 
establishment of the connection between servers on the transit server, cross server role 
management on the game server, the messages distribution of cross-server role on the 
game server, the establishment and management of the role on the cross server, 
receiving and distributing role messages on the cross server, the slash and 
compatibility of the original game function on the cross server. And this thesis also 
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